YOUR SOLAR SYSTEM IS UNDER ATTACK 

The evil Professor Schaumurd has resumed, bringing wilh him an entire fleet of new 
enemy spaceships. To make ma tiers worse a bell of gigantic asteroids is headeb 
in your direction - if just one of them manages to enLer the planetary aLmosphere, il 
msgn$ certain doom for an of the indigenous life below. 

Vo u : F en'y hope is to hop aboard a special space ora ft and intercept all incoming danger. 
With fire, lasers and anhmalter bombs as yo.ur disposal you might just be ads to stop 
tins interstellar catastrophe in its tracks and save your people Pom annihilation 
The future of I S'e on five planels lies in your hands... 

DIRECTIONAL BUTTONS - MOVEMENT . 1 

in this manual, t. #. +v"+ elc, ate used to denote Ihe direction 'of Ihe directional 
buttons unless slated otherwise 

USING MENU SCREENS - 

Press T |r ^ or ^ to highlight an oplion, then press ihe © button to confirm. To 
relurn to the previous menu screen, press Ihe @ bulton 

NOTE. SUPER STARDUST™ PORTABLE saves data automatically ai. certain co nls. 
Do not remove ihe Memory St ck Duo™ or switch off Ihe system when the Memory 
Slick Duo v access indicator is flashing 



DEFAULT CONTROLS 


Boost 


Bomb 



Shoot 

Shoo! 

Shoo! 

Shoo! 


Tap action buttons (©©©®) to spread your shots 
Press all action buttons to spin the Go id ble^er 

THE GAME SCREEN 




3 - - n n 

4 -- :j e 



1 Score 

2 High store 
3-Lives 

4 Antimatter bombs 

5 Boost bar 

6- Score multiplier 
? Boss life remaining 




GETTING STARTED 

The Super Slardust™ Portable Title Screen w-ll be displayed Press the START buSton 
to access the Vlairv Menu. 

MAIN MENU - ' 

ARCADE MODE 

The Arcade Menu Scra&n im.II be displayed. Select one of five planets to save — either 
Lave Cove mine. Nemam, Taranis or $egon>o 

In Arcade Mode, planets are split into five increasingly difficult phases. Bias! everything 
in s-igTit if you hope io progress neiween pi an els in one piece 

NOTE: each planet must be successfully completed first before tne next planet Wtll uulotK 
PLANET MODE 

Revisii Lave, Coventina Nennain, Tarams or Segoma m a bid to establish new 
high score. Individual planets are only accessible once successfully unlocked ir 
Arcade Mode. 

IMPACT MODE ■ . 

Your only weapons here are boost and bombs. Keep your boast going by smashing 
through enemies and increase your score mult plier to colossal proportions. 

HIGH SCORES 

Strive lo attain the best asteroid-obliterating score in Iho universe and aim to beat 
your friends 

Press 4* or ^ lo scroll through the latesl online score listings for Lave, Coventina. 
Nertiam, Tara ni&, Sago my and Co-op When viewing a specie high store le^derboare; 
press f or J. to view the list m its entirety Press and hold the t«> button and press f 
to return to She very first leaderboard or press 4 to skip to the very las! leaderboard 
P'ess the ® bulton at any lime to return to the Main Menu. 

NOTE: lo view global high scores the PSP™ system must have a Wireless Internet 
connection and Ihe user must be signed in io PlayStationeNtetwork. 


GAME STATESTfiCS 

Press the- © button la view your latest game statistics, such as Arcade Games Played, 

Be si Scora and Total Terns Pre$$ or ■+ to scroll through the complete statistics listing. 


OPTIONS 
CAMERA TYPE 

Pressor ■+ to choose the defam?! camera, or ;e set the camera to view slightly 
abea 1 of the s h □ , or slightly ahead of the direction of firs 

AUDIO OPTIOMS 

Enter this menu to alter the volume of the music and sound effects {SFX). 


CONTROL OPTIONS 





Enter this nenu to change your control set up. 

LOAD 

this menu to load or save a game cr ;o 

/>E3Cr\ITD 

complete game credits for Super 

HELP 

View tne in-game controls ar.c cress o•:'*4 to read some handy lips. 


DEALING WITH ASTEROIDS 

Think of them as monolithic cannonballs aimed straight at your home These 
hu mongo us chunks of matter are careering out of control and will cause catastrophic 
damage if they make il through the si rates pn ere. When altacked they splinter into 
smaller, weaker lumps Some as to raids have a glowing green core. Desire y this core 
and i| will yield a token ihat will :e y^ai lo your survival 



ICE 

Composed entirely of frozen water, an ice asteroid is not particularly 
durable and carries less mass than a rock a stem d 




ROCK 

Consisting of solid stone, rook asteroids have a nighd mass then ice 
a si era ids and are more difficult lo break a pad 


GOLD 

They* may look pretty, bjt they aria elhal. A gold asteroid is much heavier 
!han an ice or rock asteroid and much more resifienl to'attack . 


TOKENS 

Tokens will appear once the green core of an asteroid has exploded. F'.ck them upas 
quickly as possible, because their usefulness will degrade as hryie passes 

SHIP 

A ship token will give you anoiher life 

SHIELD .5 

A st- eld ‘ok i-i will protect your ship within a glowing energy sphere. After your vessel 
incurs a hit, the shield will deactivate, 


ICE SPLITTER . ' 

This Soken equips your ship with an Ice Splitter. An Ice Splitter base long range and 
a narrow shooting pattern. As the name suggests, it is mo si effective against ce 
asteroids 


ROCK CRUSHER 

This ioken equeps your ship with a Rock. Crusher, which has a medium range and 
relatively wide shod mg pattern It is bast employed against roch asteroids. 

GOLD MELTER 

P ek up a Gold Me Iter loken and your ship will spit forth a scorching tonguo of ■'ame. 

A Gold Welter is most effective against gold asteroids 

POINTS 

F ck up one of these and you 'will coiled 2.500 extra points, if you obtain the token 
wl ;sl boosting, ibe number of pa inis won will increase These points are also affected 

by your ncore muijiplior 



ANTIMATTER BOMBS 

Your ship begins a game who Ihree antimatter bombs. These powerful weapons w»fl cut 
through all types of asteroid arid heavily damage or destroy enemy ships. From lime to 
time a weapon l ran sport ship wiSI fly past the battle z.one Shoot at its cargo canisters in 
order to find more antimatter bombs 1 


SCORE MULTIPLIER 

!' the bottom r ght-hand comer of the game screen is a score multiplier. When a 
game begins, the score multiplier is set at ,: 1 x' but as enemies are destroyed, it can 
increase to a maximum of “1 Ox". Try to keep your score multiplier as high as possible, 
because big scores mean extra lives. An extra life Is swarded at five million, ten million 
ard twenty mil ion points scored Every twenty million points named efter this will also 
result in an extra life. 




